Measuring/ applying gamification to the classroom rubric '()QC

{Chance to improve,
“‘May” include levels
and poirits)

Emotion
How do we want the
player/ learner to feel?

| or knowledge, Does not indude
| any levelsor points

.'
i

| No emotional connection
intended or present.

i knowledge.

Sme emotional connection

intended or present.

skills or knowlecige and how to
progressis visble,

improve sidills or knowledge.
User progessisobvious

Some intentionsfor player
emotions during experience eg:
empathy, hopefulness, outrage

Cbviousintertionsfor player
emotions during experience
eg: empathy,, hopeiuiness,

. Well integrated intentionsfor

Gamification < intensity of gamification/ level of engagement = Cames-based Learning (GBL)
| 1 2 3 q 5
| |
1 1
Game Dynamics | |
Qonstraints Present Preseni Present Present | Present
Teaching and learning !
outcomes together i
with any other ncn-
variables | \
Narrative | No oonsigent or coherent story, «+ Sme evidence of consstent An obvious story, theme and or | Very congsten! or coherent Very well-conceived, consistent
(story, themeandor | theme and or graphica . slory, theme and or graphica graphical experience, sory, theme and or graphicd | and coherent Story, theme and
graphical experience) | experience. Little relevance and | experience. me relevance and  Felevance and or relationship experience. Relevant (o graphical experience. Very
| or reletionship to player'slife, . or relaionship o player'slile to player'slife player’s|if v ! relevant to player'slite.
Progression | No real chancetoimprove skills  : Sorme chance toimprove skillsor — Obvious chance to improve Iot ol cpporiunily 1o h Exerience is designed well so

that improving sélisor
knowledge isintegrat {o the
experience. Progressis dea.
Coportunity 1o try agein if tasis
are not completed well. Indiudes
some of following: levels, points,
badges, Leader board.

1 iscisplayed cearly.

player emotionsduring
experience eg. empahy,,

during the experience? at injuslice outrage d injuslice hopeluiness, oulrage a injudice.
which emolions? | |
Relationships Little or nointeradionbelween | Some interadlion between Chvicusinteriction between ans‘gm! andwell thought oul
Feople interading students | Students. ¢ students. between students. interaction between students
Game Mechanics I
E - 1
These are the verbs. Displays none or aimost none of | Displays some of the Cisplays alot of the following: | Displaysmost of Lhe | Displaysdior dmost dl ofthe |
The processihat drives | the foliowing: ! following: » challenges following: following:
action forward s challenges o challenges « chance s challenges @ challenges |
(@) chance e chance & competition s chance | & chaxe
& competition e competition o co-operation o competition (9 compatition
® co-operation (-) co-operation « resource aquisition e 0o-operation ® co-operation
® resource amuisition ®  resource acquisition o rewards & resource amuisition resource ecquisition
® rewards e rewards o transactions ® rewards | rewards
» transactions {ransactions s turns e transctions ! e transadions
Qturns e turns » win states (achievable o tums e_ turns [
win states (achievable | e winstates goals/endpoint) o win stales (achievable I@Gearwinstazes(adwiwaue |
| goals/ endpoint) | (achievable gods/ endpoint) Ofeedback (may be levelsor goals/ endpoint) | godd end)
o feedback | e feedback poinis) e (e feedback and ' o (ear feedback is given and
{ opportunity to try again. there is awaysopporiunity
May include levels or | totrytasksagein
| points.
Game Components l | |
Sedificinstances of Dispiaysnone or almost none of Digplays some of the Disptays a ot of the following: Displays most of the i Displays ai or dmost all of the
mechanics and the following: following: foliowing: I following:
dynamics ¢ Achievements [
» Achievemenls e Achievements » Avatars * Achievemenls @ Achievemnents
o Avatars @ Avatars o Bodges * Avalars | o Avaters
s Badgs Badges o BossFghls o Badges ® Badgs
(3 BossFgnts | * BosFgts o Qollections * Bosfghts » BossFights
» Ollections | e Oollections o Combet o Qoltections | ® Ooltections
(9 Combat | e Combat ® Conlent Unlocking e Combat '8 Comba
o (onient Unlocking e (ontent Uniocking O Gifting o (Content Unlocking » (ontent Uniocking
s Gfling e Giting ® Leaderboards s Gifting | » Gifing
® Leaderboards o Leaderboards s Levels e Leaderboards | Leaderboards
e Levels e levels e Foints s |lovels Levels
o Foinis e Foints e Quests e Roints | Points
(> Quests e Quests o Sogia Graph o Quests | ® Quests
o Sxial Graph | o Soca Graph » Teams o Ddal Graph Social Ggph
e Teams s Teams s Virtua Goods e Teams %Teams
s ) Virtual Goods e Virtua Goods o Virtua Goods s Virua Goods
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Fun Bements |
Hard Fun No real need for player stradegy. | Some opportunitiesfor challenge, | Obvious opportunitiesfor Alat of opportunitiesfor A dear nead for strategy.
(challenge, mestery, Few or no tangible obaladesto mastery, reward end challenge, mestery, reward and | challenge, mastery, reward Coetecles to overcome.
rewerd end overcome. Not very challenging. | accomplishment, | accomplishment. and accomplishment. Qonsislent challenges such as
accomplishment) Not easy to see how to progress. puzdes or problems to be worked
. Qear indicalion of progress
’ag levels’ power-up.
Basy Fun Little or no apportunity for Some opportunity for creativity, | Cviousopportunity for Alot opportunity for abundance or opportunities
(auriosty, imagination, | creativity, surprise, exploretion, surprise, exploretion, joy of aesativity, surprise, explordion, || creativity, surprise, or crealive expression,
wonderment, surprise, | joy of figuring out aproblem, or | figuring out a problem, or role Joy of figuring out a problem, exploration, Joy of figuring atlon, problem solving, role
exploration, discovery, | role play. play. and or role play. out aproblem, or role play. &y, player created content or
adventure) Tences.
_
Seriousfun Little or no exxcitement, Some or no excitement, Obvious moments of Alot of excitement, An abundance of exttement,
(excitement, relaxation, repetition, rhythm, relaxation, repetition, rhythm, excitemnent, relaaion, relaxation, repetition, relexation, repelition, hythm,
relaxation, repetition, | opportunity to expressvaluesor | opportunity 1o expressvaluesor || repetition, rhythm, rhythm, opportunitiesto opportunities 10 express values
rhythm, enpress be creative. be creative. pportunities to expressvalues || expressvaluesor be creative. | or be crealive. Praclios,
values, creaing value) r be creative. dmuletion, learning real work to
leasn or achieve.
 — —
Soclal Fun/People Fun | Little or no excuse to hangout or || Sorme reasonsto hang out or An obvious need to hang out or Qeer need to co-operate
(relationships, interact with peers or friends Interact with peers or friends. interact and completatasks compete, mentor, leed, perform,
amusement, laughter, with peersor friends. express yourself or and
working together to personalise something. Lotsof
achleve agod, interaction with clhersio distues,
mentoring someons, achleve godls and get things
beating someons) L done.
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Measuring/ applying gamification to the classroom rubric

Gamification < Intensity of gamification/level of engagement >Cames-based Learning (GBL)
| | 2 3 ‘ 4 5
Game Dynamics \ | |
ngraints | Presenl Presenl Present Present | Present
Teathingand learning | |
outcomes together |
with any other non-
veriables |
—
Narrative | No consistent or coherent story, Some evidence of consstent An obviousstory, theme and or | Very consistent or cofierent By well-conceived, mingsent
(story, themeandor | theme and or graphical . fory, theme and or graphica graphical experience. siary, theme and or graphi and coherent story, theme and
graphica experience) | experience. Little relevance and | experience. Some relevance and Relevance and or relalionship experience. Felevant to graphical experience, Very
f or relztionship to player'slife. i or reldionship o player'slite to player'slife. | player'slife. ~lelevan! to player's)
Progression I No real chance to improve siifls  © Some chanceto improve sillsor — Obvious chance to improve : Aot of opporiunily to erjero |sda'_gned well 20

(Chancetoimprove. | or knowledge, Doesnot indude
“‘May” indudelevels | any levelsor points
and points) |

|

|

|

Bmotion

How do we wanl the

player/ learner to feel?

during the experience?

which emotions? |
— -

| Little or nointeraction belween

| Noemational connection
| intended or present.

i knowledge.

| Some emotional connection

intended or present.

| Sme interadion between

skills or knowledge and how 1o
progressis visble,

Some intentions for piayer
emolions during experience
empathy, hopelulness, outr
at injustice.

Obvious inleraction between

improve sdlls or knowledge.
| User progress is obvious

A goad amount of inleradion /

emotions during experience,
eg empathy,, hopelulne!
outrage & injuslice.

= improving sdlls or

“rowledge isintegral to the
I experience, Progressis clea,
Cpportunity to try again if lasks
are not completed well. Incudeg
. some of following: levels, ol

| Well integrated intentionsfor
player emotions during
experience eg: empathy,,
hopel uiness, oulrage & injugtice.

iousinentionsior play

Pelationships
Feopleinteracting : students. | students. ! students. between students.
Game Mechanice l IE
T . . )
These arethe verbs !Displaysnoneorajmostnmeof Displays some of the Cisplays alot of the following: Displays mogt of the | Displaysdl or @most al of the |
The processtha drives | the following: following: » challenges following: following:
action forward e challenges e challenges Gchanoe s challenges @challeng% |
o chanoe o chance  competition o chante | o chance
e competition s competition o co-operation o competition |C-‘, competition
® co-operation | @ co-operdion « resource acuisition o co-operation co-operation
® resource amuisition e resource acquisition e rewards s resource acquisition i resource eoquisilion
e rewards e rewards ransactions o rewards | ® rewards |
e transactions s lransactions turns o transadtions | » lransadlions
» turns e turns %winsaes(wﬁievd)le o turns | e tums |
e winstates(achievable | & winsta@es goals/ endpoint) e win dates (achievable » Qear win states (achieveble
goals’ endpoint) ‘ (achievable godle/ endpoint) | e feedback (may be levelsor goal¥/endpoint) goals/ end)
| e feedback o feedback points) Gear feedback and | & Qear feedvack isgiven and
l | opportunityto iry again. | there is Aways opportunity
| Mey indude levels or | totrytasaagain.
' ‘ points
e — — 1
Game GComponents \ i |
Sedificinstances of Displays none or almost none of Digplayssome of the Displays alot of the folioving: Displays most of the Displaysdl or dmost all of the |
mechanics and the following: following: following: following:
dynamics e Achievemenls
e Achievemnents e Achievements o Avatars e Achievemenis Achieverments
e Avatars | e Avatars s Badges Avalars Avatars |
2 Badges o Bexges » Bosshgnts Bedges » Badges \
G mshats | § EosFats o Ooflections * BossFghis » BossFights -
s ollections | e Oollections s ombat o (ollections » (oliections
G QGombat ‘ o  Combat s Conient Unlocking s Combat o Combat
= Qontent Unlocking | e Content Unlocking ® aiting Content Unlocking s Conient Unlocking
« Gitting * Gfting o Leaderboards » Gifting » Gifting
o Leaderboards | © Leaderboards s Lovels o Leaderboards | = Leaderboards
s Levels | e Leveis e Points Levels i@ Levels
s Poinls | e Rints o Quests Foints | " Points
o Quests | o Quess »  Sodal Graph o Quests ‘@ Quests |
o Soid Graph | » SdalGapn o Teams G Doa Gapn |3 2oewh |
o Teams | o Teams s Virua Goods e Teams ! Teams
o Virtua Goods o Virtua Goods . G virual Goods

Virtual Coods I
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DL

mentoring someone,
besling someone)

Hard Run No real need for player strategy. | Sbrne opportunitiesfor challenge, | Obvious opportunitiesfor Alok of opportunitiesfor /Qn; for si@\

(chdlenge, mastery, Few or no tangible obsladesto mastery, reward and challenge, mastery, reward end | challenge, mastery, reward Costacies to overcoms,

reward and overcome. Not very challenging. | accomplishment. sccomplishment. and accomplishment. Consistent challenges such as

accomplishment) Not eaoy to see how to progresa puzes or problems o be wor
\ a. Oear indication o progr
\eg: levely’ power-up.

Easy Rin Little or no opportunity for Sme opportunity for creativity, | Cbviousopportunity for Alot opportunity for oppoma\

(curiogity, imegination, | creativily, surprise, exploration, aurprise, exploration, joy of creativity, surprise, exploration, | creativity, surprise, for creative expression,

wonderment, surprise, | joy of figuring out aproblem, or | figuring out a problem, or role Joy of flguring out a problem, exploretion, joy of figuring ( exploration, problem solving, rok

exploration, discovery, | roleplay. play. and or role play. out a problem, or role play. play, player created contertt or

adventure) W

Serious fun Little or no exxitement, Some or no excitement, | Obvious moments of Alot of excitement, An gitinddence of exdt

{excitement, relaxation, repetition, rhvthm, relaation, repetition, rhythm, extitemert, relesion, relaxation, repetition, acation, repetition, rhyth

relaxation, repetition, | opportunilyto epressvaluesor | opportunityto expressveluesor  repetition, rhylhm, rhythm, opportunitiesto opporiunities 10 express values

rhythm, espress be ureative. be creative. opportunitlesto express values | expressvaluesor be credive. f| or be creadtive. Practios,

values, creating value) or be credtive, smuletion, learning real work 1
\m\m or adhieve.

Sclal Fun/People Fun | Little or no excuse tohangout or | Some reasonsto hang out or An obviouaneed to hang out or a o m-operate

(relatlonships, Interact with peers or friends. Inmeract with peersor frienda Interact and complete tasks 8, mentor, lead, perfor

amusement, laughter, with peersor friends ess yoursalf or end

working together to personalise something Lolsof

achieve agod, interaction with othersto discu;

achieve goals and get thi




